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From The Editorial Staff 


Hello everyone and welcome to the 27th edition of the SMITE 
Official Magazine! If this is the first time you stumbled across 
this community project turned official Hi-Rez product, an 
even greater welcome to you! All of the people working on 
this magazine are SMITE enthusiasts like you, and we all 

try to create content that appeals to all types of players. 

If this is your first time, an even bigger welcome to you! 

We hope you enjoy your stay here and take a moment 

to browse through the 26 previous editions as well! 


If you like character concepts, you're in luck this month! 
Not only do we have Goddess Re-Envisioned in which we 
take a look at how she could have been, we also have In 
Theory -Classic where we've designed a kit for Mnemosyne, 
Greek goddess of Memories. There's a reason | added the 
Classic tag after In Theory, as we're introducing a new 
series: In Theory -Gaming! Instead of designing characters 
based on gods, it’s based on other game characters! We're 
kicking the series of with Yoshi, the egg tossing Guardian. 


Of course, we also take a look at the newest addition 
to the SMITE roster: Erlang Shen. It’s a double feature 
actually. In first one we take a look at his kit and how 
he works in the game and in the other we dive into 
his lore and link his abilities to the myths and legends 
that surround the arch-nemesis of Sun Wukong! 


The staples of Diary of and Worlds Collide are present 
as well, together with a summary of the Dreamhack 
tournament, an eSports spotlight of SoaR and 

more coverage of the Oceania Pro League! 


As you can see, plenty of stuff for you to read! 


So grab some coffee, sit back and enjoy the 27th 
edition of the SMITE Official Magazine! 


Steve Greenfield Jorg van der Velden 


Managing Director Editor 
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I'm a cryptomodologist. What does that 

\ 

mean? It means I’m an expert in finding hidden, 

\ 

| forgotten, and frankly unbelievable game modes 
\ 

across the world. Today I’m going to talk to 

\ 

you about Siege, one of the maps available for 

\ 

| SMITE that despite evidence to the contrary, is 

\ 

still alive and kicking today. Let’s get started. 

\ 

| First of all, what is Siege, and where do you 

\ 

| find it? Siege is a two-lane mode similar in some 
\ 

| respects to Conquest, sort of like Clash except 

\ 

with objectives and a more paced gameplay 

\ 

experience, without the influences of Arena mode. 
N 

| It can be found on PC by simply scrolling down one 
\ 

spot in the Normal menu of the ‘Play’ area, just 

\ 

| under the Mode of the Day. On console, it’s one 

\ 

spot to the right, past the same, under Versus. 

\ 

Now, why should you care? Maybe you should, 
\ 

| maybe you shouldn't. Siege isn't for everybody, and 
\ 

without a Ranked mode or even a Training mode 
N 


to introduce players to it, you can see why many 
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SIEGE: RAIDERS OF THE LOST 
GAME-MODE 


By Devon Boyette ~~~ 


consider it to be dying out. However, it’s worth looking 
into for several reasons, only the first and most 
important of them being that you might actually like it. 
Siege is designed around two duo lanes; there's 
no solo lane to worry about being countered in, and 
no jungler presence. Instead, you have the lanes 
closer together, with only buff camps included in 
the jungle to give every player one they can use, 
and your four-man composition can amount to 
pretty much anything and still retain viability. 
To make the jungle fun, It’s a winding path 
that leaves a figure-eight shaped area on each 
side, with an objective camp in the middle that’s 
open on all sides. Anyone can dip into the jungle 
for a buff they need, and the game encourages 
this, and since the lanes are close together it’s 
possible for one or two players ona side to gank 
the other, making up for the lack of a true jungler. 
As for what makes Siege unique, look no 
further. The game has a unique spawn for either or 


both sides, sort of like the Arena Juggernaut but 
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bigger and badder. Spawn conditions are tracked 
for both teams, up to 100 points, which will then 
cause that team to create a Siege Juggernaut 

at either phoenix, alternating as the game goes 
on. Points are earned by killing any unit, with 
players and jungle camps being worth more. 

It’s also vital to note that the central camp 
houses a wild Siege Juggernaut, and the team that 
defeats it will instantly spawn a free Juggernaut 
into play. Since this doesn’t rely on or interfere 
with your team’s spawn tracker, it’s possible to 
Spawn two Juggernauts at once this way. Since 
they deal exceptional structure damage and are 
difficult to take down, this is a great way to push 
one lane really well, or both lanes at once. 

There's one more bit of tactical potentiality 
here. In each base’s spawn area, just across from 
the fountain, there’s a portal built into the wall. This 
only opens when your team has an active Siege 
Juggernaut out, and will bring you directly to it 


when you go through. This allows players to quickly 


switch lanes, recover after a fight to dive back In 
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immediately, or make a risky push for points to 


Spawn a Juggernaut without losing lane time. 


So, you want to have fun in Siege? We got that. 


Here's some things to try alone or with friends: 


ALL ASSASSIN TEAM 


Sounds rough, doesn't it? Well it is. There’s 
obvious problems at work here, with clear and 
range, that you can't particularly work around. 
But you will destroy enemy squishies, and almost 
nothing else pushes as hard or takes towers as 


quickly. Be ready to scum backdoor, though. 


GANKS FOR THE MEMORIES 


A team built around roaming easily and/ 
or efficiently. Notable candidates include Janus, 
Athena, Thor, or a Nox riding side-shadow. Any 
team can push enemies back and roam effectively, 


but the faster the better, for great surprise. 
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THE INVASION 


Any comp with a decent early game. You need 
damage and cc for everyone. The goal is to ambush 
half of the enemy team at their red buff pre-game 
and do what you can. Effective, but cruel. If your 
enemy is a four-man premade, be ready for a higher 


than normal chance of this happening to you. 


THE BALANCED BREAKFAST 


This is the easiest to set up with randoms, 
partly because Siege comp picks tend towards this 
anyway. The idea is a Guardian, Hunter, Mage, and 
an Assassin or Warrior. Split the teams for range and 


clear, and pick into good duos. Simple, effective. 


THE LITTLE CARRY THAT COULD 


This varies from team to team, but it typically 
ends up with one high-damage character 
pumping out work, and three gods set up to help 
them do it. Could include a mix of Guardians, 
Warriors, and Mages with peel, an area set- 
up with someone like Odin and Zeus, or a mix 
of cc and an Aphro for any Assassin or Hunter. 


Less flexible, but harder to fight or root out. 


Aside from these, you can go with most 
compositions, for wombo combos, global assistance 
and roaming, free clear and towers, or kill this one 
enemy specifically. And you can do well with anything, 
though there are very risky compositions. Starting 
at level three In a 2v2 each lane opens many doors. 

As you can see, Siege has some upsides and 
numerous unique gameplay elements. It’s also 
tactically diverse, allowing players to pick various 


two-man compositions to run with, swap lanes one 
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or two ata time, and plan out incredible split-pushes 


or last-minute bait-and-switch tactics with Siege 
Juggernaut teleportation. It also supports almost 
any four-god team, with obvious more and less 
beneficial choices--but also some risks worth trying. 

But why should you care? This is where it’s 
important to do so, because If you've never tried 
Siege, you might be missing out. But even if you 
end up not liking it, supporting Siege by spreading 
the word about it and maybe getting Hi-Rez to 
implement a simple Tutorial for it, or getting it 
bumped back onto the main PvP screen for games, 
or just getting new Siege players, might save it. 

One of SMite’s main strengths is the diversity of 
its maps, along with its unique play style for MOBA 
games and, of course, the deep ties to historical 


mythology. Other games have these elements as 
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well, but as Smite grows | think it’s the mix that 
keeps it afloat. Now, I’m not the biggest fan of 
Clash, but that doesn’t mean | want Clash gone. 
| think Smite has plenty of room for both of these 
game modes, and more, and the key to keeping 
them alive, and Smite in turn, is simple playtime. 

I'm sure the game mode isn't at risk, and there's 
a lot of overreaction to it being shuffled down off- 
screen and forgotten about for competitive play or 
even basic tutorials. I’m sure. But just in case, maybe 
| can help the cause by spreading the word about it. 
And if you see Siege as a hidden gem you've never 
tried before, and actually like it, then | can call that 


an easy win. Good luck in lane, and happy hunting. 


By Devon Boyette 
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___WHO IS: ERLANG SHEN 


rlang Shen, SMITE’s twelfth Chinese god, 

E. the illustrious sage. Coming from a 
goddess mother and a mortal father, Shen finds 
himself on the bridge of two worlds, both mortal 
and godly. He Is both warrior and sage, with the 
blood of an ordinary man and the blood of a divine 
being, Erlang Shen is set to grace the battlefield of 
SMITE to oppose his foes. Legends speak of Shen's 
prestigious battle with the Monkey King himself, 
Sun Wukong. Shen's relation to the Jade Emperor 
caused him to fall into battle versus the Monkey 
King after his antics became too troublesome. 
The battle played out viciously across sky, sea, 
and land with each transformation by the Monkey 
King being met by Shen, leaving him fleeing for 


his life. The victory that Shen picked up did not go 
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By Michael Parker ~~~ 


unnoticed. This and his ability to fend off demons 
and monsters with his notorious spear and hunting 
dog led to him being widely loved and worshipped. 
Erlang Shen Is a very high octane, single target 
damaging warrior with good mobility, crowd control 
and attack speed. Erlang Shen finds himself in a 
very comfortable spot with his mixed kit, making 
him suitable for the Jungle and Solo Lane. Shen's kit 
follows his lore very closely by revolving around his 
powerful spear and trusty hunting dog. His passive, 
“Howling Celestial Dog” is the following “Each time 
Erlang Shen hits an enemy with a basic attack, his 
dog hits as well for 15% of his basic attack power, 
which trigger items for basic attacks at 15% of their 
normal damage and can critical hit.” This passive 


is arguably one of the best in the game for the 
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jungle role due to the assistance that the 
dog can provide damage wise to jungle 
buffs and to chasing down enemies. 
Linking in with his other abilities, 
having the dog constantly hit whilst 
you stick to an opponent can lead 

for very aggressive and fast ganks. 

His first ability, is the key to picking 
up kills both early and late game and Is 
relatively easy to use when timed well. The 
ability is named “Spot Weakness” and 
revolves around his notorious third, 
truth seeing eye. “Erlang Shen opens 
his third eye and analyzes the 
enemy's strengths and weaknesses. 
When activated, Erlang Shen gains 
additional Physical Damage on each 
strike, and ignores Basic Attack movement 
penalties for the duration. While on 
Cooldown, successful Basic Attacks reduce 
the Cooldown of this ability.” As you can 
probably tell, this ability works extremely 
well with both his passive and his 
base high attack speed, allowing 
for strong chase and high damage 
output in a short amount of time. This 
ability has a 14 second cooldown and 
scales from 25/40/55/70/85(+15% of your 
physical power] providing Shen with not only 
a free fatalis effect but extra damage. 

Similar to his first ability, his second 
ability works well to shut down 
escaping enemies and allows “Shen” 
to continue chase. This works in 
Shen’s favour for both of his main 
roles and is highly effective in the 
right situation. The ability, simply being 


named “Pin” works as follows “Erlang Shen 
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launches a spear that damages enemies on impact. 
Enemies in the dead center of the effect when it 
lands are crippled and rooted in place.” This ability 
has a reasonable 12 second cooldown and hits for 
85/130/175/220/265(+45% of your physical power), 
all whilst being a 1.1/1.3/1.45/1.6/1.75s stun. Pin, 
much like all of his abilities costs very little mana 
but also has very low scaling, meaning that popular 
items like transcendance are certainly not required in 
a build for him. The ability works well as a finish off 
due to it’s far range but also as an engagement and 
escape preventer, having multiple uses and a short 
cooldown leads for a very powerful second ability. 

Shen’s third ability and albeit a familiar one 
is effective nonetheless. Shen's third ability is “72 
Transformations” and although similar to Sun 
Wukong’s, it works in different ways and looks more 
awesome the entire time. “Erlang Shen transforms 
into an Mink or Turtle and charges forward. 

Mink: Damages all enemies, stopping on first 
god hit and increasing Attack Speed for 6s. 

Turtle: Knocks up all enemies in path 
and gains a health shield for 12s”. 

Although being fairly similar to Sun Wukong’s bull 
form and tiger form, this ability has additional buffs 
that substitutes for not having that third, eagle form. 
His Mink is tremendously powerful when used as an 
engage due to its high damage and scaling (330+85% 
of your physical power at maxed) but also because of 
the huge attack speed bonus of 15/20/25/30/35%. This 
used with his “Spot Weakness” gives a massive attack 
speed steroid and a free fatalis effect, allowing him 
to shred tanks and to annihilate squishies. Not only 
that but we also have his turtle form, which knocks 
up and provides Erlang Shen with a hefty shield of 
70/110/145/180/215 potentially saving his life in a 
fight and working as a fast and effective escape. 


Erlang Shen's final and possibly most interesting 
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ability is his ultimate, “9 Turns Blessing” which 


works very much like Athena’s “Confound” but in a 
much more self sustaining way. “Erlang Shen Taunts 
nearby Enemy gods, gaining Damage Mitigation 
for the next 4s. Afterwards, if Erlang Shen is still 
alive he is Healed for a flat amount plus 20% of 
his Maximum Health.” In a real match situation 
this taunt can potentially save an entire team’s life 
whilst making Erlang Shen the focus of a fight, he 
may die but if his heal is released he will replenish 
the majority of his health and look to escape. This 
makes him a very versatile god both offensively and 
defensively as this ability can easily be used to pull an 
opponent into harm. This ability sits on an 85 second 
cooldown which is lower than the average and can 
be dragged down even lower with the correct build. 
Many goods can work well in conjunction with 
Erlang Shen with CC heavy gods like Bacchus or 


Ymir being good examples. His lightning fast ability 
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to shred down tanky enemies can be exploited 

to its full potential with the correct amount of 

CC. Given the fact that he has his own strong 

CC he can work well in combination with gods 

that have hard skillshot ultimates such as Ra 

or Kukulkan or to set up for less difficult, hard 

hitting ultimates such as Raijin’s or Poseidon’s. 
When talking about a build for Erlang Shen you 

must first establish what role you would like to adopt 

for him. Personally, | play him in the jungle role but 

builds vary depending on if you wish to utilise him in 

that way, or as his native role in the solo lane. Items 

that work flawlessly on Erlang Shen include the new 

Ritual Dagger and Qin’s Sais. Ritual Dagger works 

very well on him due to his natural high mobility, 

adding onto that whilst giving him 200 health, 20% 

cooldown reduction and 20% attack speed leads 

for a very strong and cost effective buy at any stage 


of the game and that’s not even mentioning the 
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passive that can work highly effectively with actives 
Sprint or Curse which are very commonly used. 
This god revolves around attack speed massively 
and there is no better item to support that than 
Qin’s Sais, Qin’s Sais’ additional attack speed and 
brutal passive allows for the tank shredding that | 
mentioned earlier. Pair that with a crit item such as 
rage or deathbringer and you find yourself with a very 
strong offensive god that can jump out of the jungle 
and claim another kill whenever he so wishes. 
When thinking of any god in SMITE you soon 
realise that everyone must have a counter and 
Erlang Shen is no exception. Like many single 
target damage warriors or assassins, Erlang Shen 
is completely shut down by heavy CC. Gods like 
Nox with her “Siphon Darkness” or Thanatos with 
his “Soul Reap” can take Erlang Shen right out of 
both forms of his “72 Transformations” which can 


easily result in his untimely death. These of course 


mL 
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aren't the only counters with Fafnir’s “Underhanded 
Tactics” and Bellona’s “Scourge” completely nullifying 
his damage output and leaving him vulnerable. 
Item wise, both Midgardian mail and Hide of the 
Nemean Lion shut him down well by making 
him take a portion of damage from his quick fire 
attacks back or just slowing him down to stop. 
Erlang Shen’s strong crowd control, huge 
single target damage potential and aggressive 
kit allows him to fall right into place as one of the 
strongest picks from the jungle in SMITE. Whilst 
not being as strong as the obvious current picks 
such as Thor, Susano, or Ratatoskr, he definitely 
has potential to be up there with them. His kit is 
relatively complex and will take a while for most 
players to get used to and perfect, but when 


perfected, he will be very strong in most situations. 


By Michael Parker 
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TYING THE CONNECTIONS: 
ERLANG SHEN 


N oble and commanding, yet strong and 


Chinese warrior, Erlang Shen. Offspring of both 


humble, very few can match the grand 


mortal and immortal, Erlang Shen has accomplished 
many great deeds in his life and has established 
himself as a more than capable asset to the Jade 
Emperor's heavenly army. Erlang Shen is mentioned 
in many different accounts of Chinese mythology 
and is known for different things, but many of his 
greatest attributes, strengths, feats and skills have 
a lot of core themes in common -- all of which 

were taken into consideration when designing 
Erlang Shen, resulting in a god who is as immersive 
and lore-friendly as he is viable in SMITE. 

The first aspect of Erlang Shen that represents 
his lore Is his classification. Erlang Shen Is classified 
as a Warrior in SMITE, which is an ideal classification 
for him on two fronts. First, Warriors are generally 


frontline fighters that have a significant amount of 
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crowd control, serve as both frontline and backline 
disrupters, build an optimized combination of 
defensive and offensive items to work as a bruiser, 
and are well-rounded enough to work as viable 
addition to practically any team composition. In 
SMITE, Erlang Shen fits this description perfectly, 
with a root/cripple, a knock-up, and a taunt on 
three different abilities, a heal on his ultimate ability 
that allows him to survive a substantial amount of 
damage and still be healthy enough to re-engage 
during a teamfight, enough mobility to prevent the 
opposing team’s backline from following up after 
their frontline engages, and enough damage to 
either secure a kill or force an enemy to dis-engage 
from ateamfight. The word “warrior” is also an 
accurate way to refer to the Illustrious Sage -- strong, 
courageous, assertive, dignified, and skillful are all 
words that one would associate with the acclaimed 


nephew of the Jade Emperor. Between his ability to 
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cut the Peach Mountain in half with one fell swing, 
his ability to withstand and subdue the powerful 
Monkey King, Sun Wukong, and his ability to slay nine 
of the ten sun deities responsible for murdering his 
mother, Erlang Shen has made a name for himself 
as the strongest warrior in the heavenly realms. 
The second aspect of Erlang Shen which was 
taken from his lore and adapted into SMITE is his 
passive, Howling Celestial Dog. In SMITE, this passive 
ability is a unique damage buff that allows Erlang 
Shen to be dubbed as one of the “pet class gods” in 
the game, but also firmly establishes his intended 
role as a basic-attack Warrior, giving him amore 
individualized identity and reinforcing his intended 
purpose. In the ancient Chinese novel, Journey to 
the West, Erlang Shen’s Howling Celestial Dog was 
seen when it supported its master in turning the 
tides of the grand battle between the Illustrious 
Sage and the Handsome Monkey King by biting Sun 
Wukong’s leg. The sheer amount of pain that Sun 
Wukong suffered from this ferocious hound was 
enough to distract him from the battle, allowing 
Erlang Shen to tactfully gain the upper hand of the 
battle and eventually defeat Sun Wukong. While 
this dog may not seem like a core aspect of Erlang 
Shen himself, the pivotal role that it played in 
accompanying and supporting its master does make 
ita noteworthy aspect of Erlang Shen's lore -- one 
that is indeed worth incorporating into his kit. 
Additionally, each of Erlang Shen's abilities are 
all representative elements of his fighting style, 
insofar as we understand Erlang Shen from his 
lore. His first ability, Spot Weakness, is a unique way 
to incorporate his third eye into his kit. In his lore, 
Erlang Shen is granted a third, truth-seeing eye, 
which Is capable of seeing through his opponents 


deceptions and feigned weaknesses. In Journey to 


the West, when Sun Wukong was at a disadvantage 


ts 
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while fighting Erlang Shen, he would rely on his 

72 Transformations in an attempt to flee. Erlang 
Shen was also adept at the ancient art of the 72 
Transformations, so keeping up with Sun Wukong 
was nota problem. The difficulty for Erlang Shen was 
when Sun Wukong was able to use his cleverness 

to out-wit Erlang Shen, and would disguise himself 
and hide in plain sight as many different things, 
ranging from fish in a stream to an entire temple 

on a mountain. However, because his third eye was 
able to see through his opponent's deceptions, he 
was able to find Sun Wukong and continue the battle 
on his terms, making escape virtually impossible. 

In SMITE, the increased attack damage that is 
gained from Spot Weakness does an excellent job 


of emulating the additional pain that Erlang Shen's 


opponents would suffer as he ignores their defenses 


> 
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and directly attacks their weak points, which again 
adds to his purpose as a basic-attack god. 

His second ability, Pin, is also surprisingly lore- 
accurate, considering his weapon of choice. SMITE’s 
depiction of Erlang Shen has him wielding his 
signature weapon, a spear which roughly translates 
to the Three-Pronged Double-Edge Lance. This spear 
is said to weigh roughly 11,750kg, which equates 
to almost 13 tons. Despite this weapon’s incredible 
weight, Erlang Shen is able to wield it, spin it, and 
even throw it a great distance just as a typical man 
would throw a typical spear. This is a testament to 
Erlang Shen’s godlike strength, as no mortal man 
would ever come close to being capable of using 
the spear in the same way. In SMITE, when Erlang 
Shen throws his spear, enemies who are near the 


spear take damage, which represents the trembling 
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of the earth as the spear collides with the ground, combatant allow him to make better use of the 
and enemies hit by the spear itself are rooted and transformations, meaning that he ultimately gets 
crippled, simulating the crushing force that the more out of the ability than Sun Wukong does. As a 


spear would inflict if an opponent were to be impaled result, even though Erlang Shen is only able to turn 


by it. Although it may not be Erlang Shen's most into either a mink or a turtle in SMITE, his third ability 
damaging ability, it is one of his most threatening, provides enough utility to aid him in both offensive and 
as It is a clear demonstration of what happens defensive situations, be it as an attack-speed buff, 
when the right tool falls into the right hands. as a Shield, as a knock-up, or solely as an escape. 

His third ability, 72 Transformations, is also a Erlang Shen’s ultimate, the Nine Turns Blessing, 
unique ability that tells a lot about his divinity as a is where his true power is revealed in both his lore 
heavenly warrior. The 72 Transformations, despite and in game. According to legend, the Nine Turns 
its name, is actually an all-inclusive shape-shifting Blessing is an ancient skill that grants the user 
ability, allowing anyone who has mastered the art practical invincibility. While they can be touched, 
to be able to transform into virtually anything. Both they cannot be killed. While they may miss, they 
Erlang Shen and Sun Wukong possess this ability, will still hit harder than ever before. They are not 
which would put them on equal footing in terms only resistant to man-made weapons, but are also 
of skill, but Erlang Shen’s experience as a skilled able to withstand magic that is known to near- 
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fatally wound other deities. This ability is capable of 


turning any deity into an unparalleled super soldier 
of unimaginable strength, and is the one skill that 
has given Erlang Shen the edge in various battles. 
In SMITE, having any ability that did all of this would 


be impossible to balance, but it was still effectively 


incorporated into his kit as a heal, damage mitigation, 


and a taunt, all of which serve a unique purpose. The 
burst-heal and damage mitigation that Erlang Shen 
gains from his ultimate simulates his invulnerability, 
as his new revival and increased endurance allow 
him to continue fighting on, allow him to withstand 
more damage from his opponents, and allow him 

to establish himself as a courageous force to be 
reckoned with on the battlefield. The taunt that he 
gains from this ability actually does an interesting 
job of simulating the physical strength that he gains 
during the Nine Turns Blessing, because while it 


does not accurately portray an increase In strength 
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via a damage buff, it does effectively show what 
the physical strength would do -- encourage the 
user to keep fighting. When Erlang Shen taunts his 
opponents, they are forced to fight him and he is 
encouraged to keep fighting, and thus, the battle 
wages on. Overall, not only is the utility provided 
by this ability a useful asset and great addition to 
his kit, it is also a lore-accurate representation of 
just how intimidating Erlang Shen can truly be. 
Warrior, tactician, sage, and deity, Erlang 
Shen is a powerful and experienced fighter who is 
one of the strongest members among the ranks 
of the Jade Emperor's heavenly armies. He is 
capable of slaying gods and demons, is worthy 
of respect and awe, and is one such warrior that 
should never be taken lightly -- all elements of the 


Illustrious Sage that HiRez captured perfectly. 


By Stephen Boyd 
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DIARY O 


Day One of New Target 


could feel myself smirking as | read the next 

name on my list. The last kill was pitiful; even 
the slumped corpse | left behind made me wish that 
the mortal could have died with more dignity. Not that 
it’s possible to die with dignity, but gods be damned 
if it’s not possible to die with less. This man, let's call 
him Ned because | already crossed off his name and 
thus stripped the letters -and their connection to him- 
from this world, seriously tried to recreate Icarus’ 
flight. He thought he was better than the boy ever was 
and would be able to fly just as high without crashing. 
Except he wasn't better than Icarus, and he certainly 
wasn't above fainting from the change in altitude. 
Had he never heard of airplanes? If he wanted to fly 


so much he could have easily just bought a ticket or 
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even learned to pilot a plane himself. Enough about 

the folly of man, well, one man in particular; now I’m 

onto the next name on my list, the one I'm so excited 

about. | haven't been tasked with disposing of an 

immortal in a very long time. Every name on my list 

for the past two-hundred years has belonged to a 

mortal who was foolish enough to challenge the gods. 
This name will take a lot of planning to 

cross off, especially since disposing of humans 

has become frighteningly simple and | fear my 

skills have atrophied with lack of use. Looking at 

the letters on my list helps remind me that the 

goddess in question has followed my movements 

since | pledged my life to vengeance. In fact, I'd 

be surprised if Athena couldn't list off all of the 


“ironic” deaths I'd brought about, both in numerical 
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and alphabetical order. Guess this means that | 
have to rethink every action that | normally take. 
Freaking know-it-all goddesses and their 
brains! She's going to make this really difficult. But, 
despite all of the work involved in taking her down, 
being able to bring Athena to justice would make 
my century. If any god were guilty of hubris it would 
be her. | know that at some point intelligent people 
realise that there will always be someone who Is, 
or was, smarter than they are; it’s just a fact of 
life. Athena has gone above and beyond that. Hell, 
she’s been around long enough that | wouldn't be 
surprised if most of those people who are smarter 
than everyone else were operating with her favor. 
Either way | had better sharpen my sword 
and get to work. | need to figure out exactly why 
Athena has shown up on my list and how | can kill 
her. Or at the very least make her suffer until she 


no longer thinks she’s better than everyone else. 


Day Five 

It's taken me an embarrassingly long time to 
track Athena down. Usually when I'm looking for a 
god, | try to search for places where their presence 
is influencing the mortals or the world around them, 
a task that becomes infinitely harder when you're 
searching for an increase in intelligence or skill. 
It’s impossible to find a pocket of people to point to 
and say, “Hey! Look all of those people suddenly got 
inspired to be slightly more clever than usual. That 
has to be the work of a goddess.” Sometimes people 
are just brilliant for short periods and, frustratingly 
enough, a lot of the time the smartest mortals are 
the least public about their genius. After days of 
near constant research and failed leads, | think | 
might have found her. See, there’s this small town 


a long distance away from the nearest city that has 
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managed to attract quite a few gods over the years. 4 


The Official SMITE Magazine Issue #27 The GameOn Magazine 


ULL 


\\ | IC lO N SSSA HB TR Ng Tg Rg FEE 


I've visited it a few times myself; once mortals get over thinking every decision, second guessing myself, 


WAIN 


—- 


to know a god they tend to see the flaws in that god. and wondering whether my change in strategy 
Then they start thinking that gosh isn’t Mercury fast and methods will be effective. | suppose that’s a 


but can he really take corners? From there they start good thing, the nerves and lack of confidence help 


thinking about how even a mortal such as them can remind me that | haven't gotten too egotistical after 
beat Mercury in a race If there were enough turns. all these years; still, it doesn’t feel good to doubt 
It’s at that point that my list tends to direct me to the myself. | don't know if I'll find Athena there or not, 
mortal and they get tactfully erased from existence. but staying where | am certainly won't find her. It’s 
Anyway, there’s something about the town that time to get back on the road and track her down. 


attracts immortals, so it’s no surprise that Athena 


would find herself there. Or at least that’s where Day Nine 

| hope I'll find her. | haven't exactly been able to There are a Surprising amount of beings, 
confirm that she’s there. This town is my best guess gods and humans alike, in this town; after what 
and at this point a guess is all | have. Honestly, this feels like endless searching, | finally found her. | 
whole situation is getting a bit embarrassing. | keep don't have much time to detail what she’s doing 


innit 
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here because every moment that I’m not paying 
attention to her is amoment she can use to skip 
town. | don't think she knows that I’m here yet, 
which is a definite advantage, but that can always 
change. If she takes off who knows if I'll be able 
to find her again. | have to be careful, with this 
name more than the others. | can’t afford to make 


mistakes, especially when I’m up against Athena. 


Day Ten 

This is turning out to be much more frustrating 
than | had originally thought. The elation | felt 
yesterday when | discovered where she'd been 
hiding has now disappeared because of one simple 


fact: | still haven't figured out how to punish Athena 


r 
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for her arrogance. From what | have gathered, 

the gods who have been drawn here are playing 

a wargame and have consulted her many times, 
both on and off the field of play. Nothing is so 

ego boosting to someone who takes pride in the 
knowledge of her own intelligence than having 
countless gods ask for her advice. It doesn't matter 
to her that all of the gods here are candidates for 
my list. Sometimes it feels like everyone is guilty 

of something whether they are backstabbers, oath 
breakers, adulterers, misinformers, heretics, or 
just plain egotistical. | feel like | will probably be 
coming back here many times in the next few years; 
or maybe my list will command me to stay here 


until each and every citizen is taught a lesson. 
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On a slightly related note, | just figured out 
how to make Athena change her ways! Her 
hubris hinges on her strategies working out. 


Maybe it’s time for them to start failing. 


Day Twelve 

| try not to give my victims compliments, but 
damn is it hard to mess with Athena's strategies. 
She has at least four separate ones that she can 
implement at any point during a battle. Of course 
this means that she is on the field herself and shouts 
instructions to the gods around her when she wants 
something to happen. | know about her multiple 
strategies because one of the first things that | did 
was pass what I'd heard her say on to one of the 
gods on the other side of the battle field. | thought 
that would be enough to screw with her strategies, 
but she began shouting new orders as soon as 
countermeasures were put in place. Never before 
has It been so challenging for me to cross off a name 
and while there are times when it’s been frustrating, 
| find that I’m enjoying myself. Being able to finally 


beat Athena and take her down a few notches is 
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going to be one of the best things | have felt ina 
very long time. | might even decide to take a break 
here and try my hand at one of these wargames. 

Wait a minute. | can’t believe it; | think I just 
figured out how to beat her. It’s taken me over a week 
to figure this out and now, after one stupid diary entry, 
I've got my solution? Well now, | just feel stupid. 

Until now, all of Athena’s strategies have all 
hinged on her knowledge of her opponents and their 
tactics. She studies each of the gods, learning their 
fighting styles and instincts; she’s basically figuring 
out how each god thinks. Fortunately for me, I’ve 
been forced to change my tactics so she wouldn't 
recognize them while | was following her. Which 
means that she doesn't know how | think anymore! 
Gods I'm such an idiot. It really shouldn't have taken 
me this long to think this through. Now that | know 
how to do it though, I’m really looking forward to 
beating Athena. The past is behind me and Athena's 
defeat lies ahead. Time to cross her name off my 


list and trust me, It’s going to be truly spectacular. 


By Helena Wachhaus 
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IN THEORY CLASSIC: 
MNEMOSYNE 


here are very few deities In all of Ancient 
faa as revered and worshipped 
as Mnemosyne, the Goddess of Memories. A 
titaness born of the primal gods Uranus and Gaia, 
Mnemosyne is the personification of memory 
itself, and is responsible for the naming of all 
things. Without Mnemosyne, humans would not 
be able to place things in memory. They would not 
be able to communicate, nor would they be able 
to remember any of their teacher's oral lessons. 
They would not remember the secrets of the 
universe, or how to live in the world. She Is also 
considered the world’s first philosopher, bestowing 
upon her children the gift of reason and logic. 

When a soul passes through the gates to the 
Underworld, they are given a choice. They can drink 
the water from the river Lethe, the goddess of 
forgetfulness, and purge from the mind all of their 
pain, their doubts, and their sorrows... but also all of 


the wisdom they had accumulated throughout their 


28) The Official SMITE Magazine Issue #27 


By Drew Martz ~~~ 


life. Those who chose this path were to be reborn, 
to relive their life once more and relearn everything 
that the universe attempted to teach them but was 
rejected. However, there was one other option: 
to drink from the spring of Mnemosyne, and to 
remember all the lessons and guidance they had 
received. These souls were admitted to Elysium, 
where they would spend the rest of eternity in bliss. 
In SMITE, | imagine Mnemosyne (pronounced 
nim-AH-sin-ee] would join the fray as a powerful 
mage that requires forethought, planning, and 
precision to unlock her full potential. Utilizing 
her Afterimages, visual incarnations of her past, 
Mnemosyne would be capable of outmaneuvering 
and outwitting opponents who aren't careful, 
and would even be capable of copying an 
opponent's ability and using it against them. 
Mnemosyne’s Passive is called Memories 
of a Goddess, and it’s the focus of Mnemosyne’s 


kit. Every couple of seconds, an Afterimage is 
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left by Mnemosyne at her current location. Since 
Afterimages created by her passive cannot be 
moved once they are placed, it is crucial that 
you pay attention to her passive timer and 

plan your movements accordingly to place 

your Afterimage in the best possible location 

to coordinate with your other abilities. 

There's two other extremely important notes 
about the passive, especially if you are playing 
against a Mnemosyne: whenever Mnemosyne 
uses Painful Recollection or memory Collision, : 
all Afterimages fire a duplicate of that ability ina on 
direction towards the target point. This essentially 
means that if Mnemosyne aims towards the 
center of the lane, all Afterimages will fire their 
projectile towards the center of the lane as well, 
regardless of their location or original facing. 
Furthermore, these duplicate projectiles will fire 
delayed after the initial cast, meaning anyone 
facing a Mnemosyne should anticipate this! 

Mnemosyne's first ability is called Painful 
Recollection, and it’s the bread and butter of her 
damage. It doesn't do a lot of damage by itself, but 
it’s on a relatively short cooldown, and it’s true power 
lies in Mnemosyne’s Afterimages: if the enemy is hit 
by the second Painful Recollection projectile fired 
by them, they take the full damage of the ability, 
plus additional damage, and are slowed. It requires 
careful planning, as the delay is long enough for the 
opponent to anticipate where the shot Is coming from, 
but with enough forethought from Mnemosyne and a 
few clever tricks with her other abilities, it is possible 
to land multiple shots and deal a lot of damage. 

Mnemosyne’'s second ability is Mental Break, and 
gives Mnemosyne a few more options in her kit. It’s 
a dash, so it gives her a way to get out if things get 


dangerous, and if her attacker is in between her and 


i 
i 
\ 
\ 
her exit, it’s no big deal! The disorient will usually 4 
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allow a safe escape. However, good Mnemosyne 
players will use this ability offensively, as this ability 
is the only way for Mnemosyne to manually place 
her Afterimages in places that best suit her. 

For example, one thing Mnemosyne can do is 
dash through her opponent and disorient them, 
which gives Mnemosyne enough time to aim a 
Painful Recollection right at her opponent without 
fear of missing. Then, the Afterimage she left 
behind, along with any other Afterimages she has 
created with her passive, will fire another bolt right 
when the disorient ends, which requires quick 
evasive maneuvers from the opponent to prevent 
them from taking a sizeable amount of damage. 

Mnemosyne’s third ability is Memory Collision, 
and it’s another straight-line projectile that 
Mnemosyne’s Afterimages can utilize. However, 
it’s very different in design. Unlike the narrow, 
quick-moving projectile that Painful Recollection 


fires, Memory Collision fires a large (think about 
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Chronos's Time Stop in size) but extremely slow- 
moving orb in a straight line which silences and 
does a small amount of damage to anyone who 
stays within the orb’s radius. Now, pretty much 
anyone would theoretically be able to dodge the 
orb with how slow it moves, but that’s not the 
point of the ability. If the orb collides with another 
orb (fired from an Afterimage], it generates an 
explosion, dealing a large amount of damage to 
anyone unfortunate enough in the blast radius. 
Just like Mnemosyne’s other abilities, however, it’s 
counterplay lies in the opponent's ability to adapt 
to the placement of Mnemosyne’s Afterimages and 
be able to dodge the collision of the orbs in time. 
Now, this ability has a catch. If you think 
about it, in order for the orbs to collide at all, 
you need to have placed an Afterimage near 
your opponent, either to the side or behind, 
beforehand. Otherwise, the orbs will just miss each 


other completely due to the Afterimages’ delay 
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Every couple of seconds, rence 
places an Afterimage of herself wherever she is 
currently standing. Afterimages are completely 
stationary and untargetable, and last until this 


Passive 
passive activates again. If Mnemosyne uses 


Memories of a Goddess 
Painful Recollection or Memory Collision, any 
Afterimages Mnemosyne has created will fire 
the ability again towards the target shortly after 


the initial cast. 
Mnemosyne fires a blast of mental energy 
in a straight line, damaging all enemies it hits 


aL and marking them for a short time. If a marked 
Painful Recollection enemy is damaged by Painful Recollection again, 


they take additional damage and are slowed. 
Mnemosyne becomes incorporeal and 


dashes forward, dealing damage and disorienting 
all enemies she passes through, and leaving an 
Mental Break Ability 2 | Afterimage at her starting point. Mnemosyne can 
activate this ability a second time to swap places 


with this Afterimage. 
Mnemosyne fires a large, slow-moving orb 


full of the memories of mankind in front of her 


that travels in a straight line, dealing a small 


Memory Collision .. Ability 3 |amount of damage over time and silencing all 


enemies that the orb touches. If two or more 
orbs collide, they create a timeline irregularity 
and explode, dealing a large amount of damage 
to any enemies caught within the blast radius. 
Mnemosyne summons the spring of 
memories below her, which forms a watery 
barrier around her for a short time, giving her 
(ee ) significant damage mitigation and CC-immunity 
ne while it remains intact. The barrier breaks after 


Remembrance =) Ultimate |taking damage from an enemy ability. If the 


barrier is broken, Mnemosyne remembers the 
ability that broke it, and is able to cast the ability 
herself within the next couple of seconds, dealing 
slightly increased damage and effectiveness of 
the ability. 
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and just be a very mediocre form of waveclear. 
This ability forces players to be aggressive with 
Mnemosyne’s kit, especially her Mental Break 
ability, in order for her full potential to be realized. 
Mnemosyne’s Ultimate ability is a doozy, and 
it’s called Remembrance. When Mnemosyne uses 
this ability, she gains CC-immunity and significant 
damage mitigation for a short time, or until an 
enemy ability hits her, which then removes the 
buffs. However, whatever ability damaged her she 
remembers and is able to use against the enemy. 
As a bonus, the damage and overall effectiveness 
(meaning extra effects like CC duration, healing, etc] 
of the ability is increased slightly. Now, this ability 
is what makes Mnemosyne a constant threat that 
you need to be aware of; don't just fire off that Ra 
ult towards Mnemosyne then open up the shop to 


recall, because you might just find that a Mnemosyne 


intercepted it with her ult and fired it right back at you. 


Obviously, this is an incredibly powerful 
ultimate that has the potential to change fights in 
an instant, but it does have enough counterplay that 
it also requires a bit of skill on the Mnemosyne’s 
part. Let’s say, for example, that a Mnemosyne gets 


chained by an Ares’ ult and she almost immediately 
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uses her ult in preparation for the inevitable pull. 
Enemies can take advantage of this mistake by 
hitting Mnemosyne with a relatively harmless ability, 
for example Aphrodite's Love Birds. This will break 
the barrier, and therefore the CC-immunity, render 
Mnemosyne’s ultimate relatively useless, and 
-woosh-... There goes a salty Mnemosyne, pulled 
into Ares’ grasps. Originally, | wanted this ability to 
simply copy an ability, but also have that ability be 
cast at the location of the Afterimages... but | figured 
| should at least create a character that is at the very 
least feasible for the programmers over at Hi-Rez. 
That’s my idea for Mnemosyne, Goddess 
of Memories! | wanted to create a god that had 
a really high skill ceiling, and Mnemosyne is a 
goddess that would be incredibly rewarding In the 
right hands. She’s a goddess that requires a lot 
of thought for both the player and the opponent 
playing against her, and | think ability duplication 
and copying is an area for potential not yet explored 
by SMITE. Of course, what better goddess for such 


a kit than the personification of memory herself? 


By Drew Martz 
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IN THEORY GAMING: 


Wee to the first ever edition of In Theory 


Gaming! This is a spinoff series of In 

Theory, where we create a SMITE god from a deity 
that hasn't yet reached the Battleground of the Gods. 
This time around though, we are creating a new god 
from another video game! To start off the series, 
we are going with a character that is near to a lot of 
people's hearts. Without further ado, welcome to the 
SMITE God Reveal for Yoshi, Mario’s Loyal Defender. 

Yoshi is a Guardian that deals Magical Damage 
with Melee basic attacks. Many know Yoshi as Mario’s 
loyal companion during his adventures in the Super 
Mario Bros Series. He is a two legged dinosaur that 
loves to eat red fruits. Yoshi (scientifically known 
as T. Yoshisaur Munchakoopas] made his debut in 
Super Mario World for the Super NES in 1990. He 
was likely modeled after another Nintendo character 
in Tamagon from Devil's World in 1984. All Mario 
side series have included Yoshi, from Mario Kart to 
Mario Party. Yoshi grew so popular that he got his 
own series of games, most recently Yoshi's New 
Island. The choice to make him a Guardian was 
obvious, as he has guarded Mario for more than two 
decades. His lack of wave clear would make him 


not fit in Solo, meaning he would be relegated to the 
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YOSHI 


By Jacob Russell ~~~ 


Support role. Yoshi would be a very viable Support 
because he would be a Guardian that can both defend 
his team as well as set up kills. This has always 

been a character that has been close to me and | 


am excited to bring him into the world of SMITE! 
YOSHI'S BASIC ATTACK CHAIN 


Yoshi's basic attack chain Is very similar 
to the one in Super Smash Bros. The first two 
attacks would be kicks using his feet and the final 
would be a hit with his tail. It is unique in that 
no other SMITE character has ever used their 
feet as a primary basic attack. Take that Ravana, 


you re not the only one in town with kicks now! 
PASSIVE: QUICK TO THE RESCUE 


Yoshi is always willing to defend his allies like 
he does for Mario. Many levels in the Super Mario 
Bros series involves sacrificing your Yoshi in order 
to advance further. So with his passive, | wanted to 
make sure that Yoshi's good nature was prominent. 
The range for his passive would be similar to 


Cabrakan’s Shadow Zone. This ability would be 
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Type 


Description 


Quick to the Rescue Passive Yoshi gains movement speed when within a 
certain range of allies. 
, Yoshi throws out one of his eggs in an arching 
say lose Ability 1 pattern. If an enemy Is hit, one of four random crowd 
control effects will be applied (Stun, Slow, Knockup, 
and Healing Reduction). 


Hatching Habit 


Mountable Headbutt 


Saving from the Sky 


best served in gamemodes with more players. 
This doesn't make him a very good pick in Joust, 
but better in Assault or Arena. This passive would 
synergize well with Amaterasu or Cabrakan, as 


teammates always gather those characters anyway. 


FIRST ABILITY: EGG TOSS 


This first ability is inspired by Yoshi's Up Special 
in Super Smash Bros. Brawl. His eggs have always 
been a prominent feature in his identity, like his “Egg 
1” kart in Mario Kart DS. Yoshi's personality shows 
in this move, as you never know what Yoshi will do 


next. The range and trajectory for this ability would 
The Official SMITE Magazine Issue #27 


Yoshi unleashes the power of his long tongue, 
grabbing an enemy and pulling them into his mouth. 
Yoshi then has 1s to choose in which direction he 
wants to hatch the opponent. The use of this ability 


makes Yoshi immobile. 
Yoshi leads his teammates into battle, 


occasionally carrying a teammate to the front line. 
While Yoshi is dashing, up to two teammates can 
hop onto his back. Up to two teammates can dash 


or walk onto Yoshi's back as he Is dashing forward. 
Yoshi takes flight and has the ability to heal and 


provide crowd control immunity by shooting an ally 
with a rainbow. He will have 5 seconds to launch up 


to 10 rainbows. 


be similar to Vulcan’s Magma Bomb. This ability 

would be great at zoning for objectives and poking 
in laning phase. Since this ability is unpredictable, 
it is impossible to pull off a combo until you know 


which of the four crowd control effects are applied. 


SECOND ABILITY: HATCHING HABIT 


In most of his appearances, Yoshi is seen pulling 
off this move, most notably Super Smash Bros. 
Brawl. Yoshi's main weapon to defend Mario has 
always been his tongue. The range and width of 
this ability would be similar to Sylvanus’ Nature's 


Grasp. If Egg Toss were to stun the enemy, Hatching 
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Habit should be an easy hit. Hatching Habit would 
be best used to throw an enemy into an ally’s ability. 
Hatching an enemy into a Poseidon Whirlpool or 


Siphon Darkness could mean the end of them. 


THIRD ABILITY: MOUNTABLE HEADBUTT 


A Yoshi kit wouldn't be complete unless he could 
be mounted. Without Yoshi's ability to mounted, 
Mario would have never saved Princess Peach. 

This ability would be about the length of Chiron’s 
Giddyup but Yoshi wouldn't be able to change 
directions. Combining this ability with the Ultimates 
of Chiron or Artemis could change the tide of a 
teamfight. Chiron would no longer be slow when 


using Centaurus and Artemis could summon her 


Calydonian Boar in the middle of the enemy backline. 


ULTIMATE: SAVING FROM THE SKY 


Yoshi is always there at the perfect moment 
to save his allies, which makes this kit nothing 
new. This ultimate is also nothing new in that it 
is the same ultimate used in Super Smash Bros. 
Instead of firing death from the sky in the form 


of fireballs, Yoshi now gives a helping hand to 
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his allies by shooting rainbows at them. The CC 
immunity Yoshi can provide with this ultimate can 
counter powerful enemies such as Medusa’s Petrify, 


Cupid's Fields of Love, and Thor's Anvil of Dawn. 


HOW TO COUNTER YOSHI 


Yoshi will struggle in the duo lane if the enemy 
team has too much wave clear. Neith’s wave clear 
with her Spirit Arrow and Unravel combination will 
dominate an enemy Yoshi. If Neith is combined with 
a Khepri, who can shred the physical protections of 
the enemy minions, Neith can take control of one 
even more. Unless also paired with a Neith, Yoshi 
will surely be forced under tower. If he can launch 
an enemy under his tower with Hatching Habit, that 
kill will change the tide of laning phase. Yoshi is 
much better served in team fights in the mid to late 
game, similar to Geb. Forcing Yoshi into using Saving 
from the Sky ina smaller engagement is the best 


way to limit his amazing teamplay possibilities. 


If Yoshi is as good at protecting his allies in SMITE 
as he does Mario, he should be top tier! Now if only 
we had Mario to share the duo lane with him... 


By Jacob Russell 
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GODDESS RE-ENVISIONED: 
NOX 


Welcome to another entry in the God Re- 
Envisioned series! It's been quite awhile since 
our last god remake and this month, we're 
back at it. In this issue, we take a goddess 
that has already been through an actual rekit 
and see how she would fare as a Guardian. 


By Timothy Tian ~~~ 


[) uring the beginning of creation, the 
birth of the world was accompanied by 


the birth of primordial beings or deities. These 
gods and goddesses are the first beings brought 
into the world. A few of these deities are also 
associated with a certain concept of the world, a 
personification. In the Greek pantheon, Thanatos 
represented peaceful death while Hypnos was the 
persona of sleep. Nyx (or Nox) was an example 
of both a primordial deity as well as a personified 
one. She Is the personification of night. 

According to the Grecian myths, Nyx is most well- 
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such event that reinforces this point is the encounter 
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Type Description 


Whenever Nox Is close to her enemies, her fear meter 
builds up. The fear that she gathers gives her increased 
Fear Passive - 
protections. They also provide additional effects to Nox’s 
abilities and are consumed when Nox activates them. 
Nox creates a large void around her which temporarily 
shrouds her enemies in complete darkness. Enemies in 
Ability 1 the void are dealt with a small amount of damage over time 
(DoT). The area of Void of Darkness increases according to 
the amount of Fear Nox has built up. 
This ability can only be used on enemies within the area 
of Void of Darkness. When activated, all enemies will move in 
atti random directions and will remain within Void of Darkness. 
ili 
: Madness Within will deal small amounts of DoT to all enemies. 
The amount of damage increases according to the amount of 
Fear Nox has built up. 


Nox projects fear into the minds of enemies in a straight 
Ability 3 line. Enemies hit will be rooted for a short duration. 


Nox reveals her true form and transforms into night 
itself. Nox targets an enemy, teleports to their position and 
completely engulfs them with the night. While the enemy is 
Ultimate 
consumed by night, they are shrouded in darkness and will be 
slowed. If Nox’s Passive is full, the enemy will receive heavy 
damage from the overwhelming sense of fear. 


between Hypnos and Zeus. At Hera’s command, 


Void of Darkness 


Madness Within 


Frozen Still 


Personification of Night 


with it. Using this control of night and fear, Nyx 


Hypnos once put Zeus to sleep and this angered Zeus __ [or Nox, you get the idea by now) re-enters SMITE 


i 
i 
i 
; 
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immensely after he awoke. Zeus had his own plans 
for Hypnos as revenge but they could not be carried 
out for Hypnos had fled to his mother, Nyx. Such 
was the fear that Nyx had instilled over the other 
deities. Even Zeus did not dare to cross her path. 

In terms of actual events from Greek mythology 
that could have inspired her new kit, there is not 
much to go on by. Stories involving Nyx and few and 
far between. Therefore, Nyx’s kit in this edition of 
God Re-Envisioned focuses more on the concept 


of night and the fear that is usually associated 
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as a Guardian, watching over her allies while 
planting fear into the minds of her enemies. 

Fear is almost always associated with darkness 
and darkness comes from the night. Nox’s Passive 
aims to do just that. As night itself, whenever Nox 
is close to an enemy, she builds up fear in a fear 
meter. This fear that she collects from her foes 
provides Nox with increased protections as long as 
Fear is not consumed. Fear is consumed when Nox 
uses her other abilities which would also provide 


additional effects. As a Guardian, this Passive would 
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help Nox in getting close to her enemies with less 
risk of receiving heavy amounts of damage. 

What would Nox be if she couldn't create some 
state of complete darkness towards her enemies? 
This is where Nox’s first ability Void of Darkness, 
comes in. Using her control of the night, she 
creates a large area around her that cloaks her 
enemies in darkness. Enemies who are within this 
area will receive small amounts of DoT due to the 
fear slowly building up inside of them. Depending 
on the amount of Fear Nox has from her Passive, 
the area of effect (AoE) of Void of Darkness will 
differ. While Nox is close to her enemies, it would 
always be a good idea surround them with the 
night, temporarily blinding them. This becomes a 
great tool in putting her enemies at a disadvantage 
since for a short period, there Is a high possibility 
of receiving little to no damage from her enemies. 

With prolonged fear comes the onset of 
madness. Fear of the night and darkness brings 
out the Madness Within Nox’s enemies. While 
under the influence of Void of Darkness, Nox 
may activate this ability for more Crowd Control 


(CC) over her enemies. When activated, enemies 
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would move about in random directions and more 


DoT will be dealt. Once again, depending on the 
amount of Fear Nox has in her meter, the damage 
will vary accordingly. CC is an important part of 
SMITE especially in the kit of a Guardian. While it 
does not aid in confirming hits (since enemies are 
continuously moving about randomly], it does keep 
the enemies within Void of Darkness. This allows 
even more time for her teammates to land their 
abilities and attacks and further deteriorates the 
chances of an early escape for her enemies. 

In many circumstances, we do not need night 
itself to feel fear. Just the thought of it approaching 
can more often than not throw us into a different state 
of mind. Nox realises this concept in Frozen Still. 
From a distance, Nox projects fear in a straight line 
towards her enemies. Any enemies caught by this 
projection will be rooted for a short duration. This root 
gives Nox a more reliable form of CC in a sense that it 
makes it easier for her teammates to guarantee hits. 

For her Ultimate, Personification of Night, Nox 
reveals her true form and transforms into night 
itself. She will target an enemy, teleport to them 


and completely engulf them within the night. While 
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Nox shrouds them as the night, the enemy would be 
cloaked in darkness and is slowed while Nox remains 
in them. If Nox’s Fear meter is at maximum capacity, 
the enemy will also receive heavy damage from 
their overwhelming sense of fear. This ability could 
be used as Nox’s initiating tool since it brings her 
closer to her enemies. Another option would be to 
use It as a chasing tool to finish off a fleeing enemy. 

The idea behind Nox Is to fight her enemies within 
her realm of control, the night. Void of Darkness 
should be used as much as possible since within 
this area, Nox has high amounts of control over her 
enemies. Pair it with Madness Within and Frozen Still 
and you have a Guardian that wants her enemies to 
remain with her in the night as long as possible. This 
is where Nox excels, in keeping her enemies as close 
as possible for a long period of time while also putting 
them at a disadvantage with the blindness and CC. 
Her Passive makes this possible as it helps in making 
her a little more resilient against her enemies. 
After collecting the maximum amount of Fear from 
her Passive, Personification of Night is designed 
to completely remove an enemy from a fight. 

Since the combo of Void of Darkness and 
Madness Within has an AoE, teamfights are 
where Nox would truly shine. The same methods 
of engagement as mentioned above can also be 
applied in this instance with great effect. All Nox 
should remember is that she is the night and 
for her enemies, night is a terrifying creature 
that will not loosen its grip to let go of them. 

This concludes another entry in the God 
Re-Envisioned series! | hope that you dear 
readers had a fun time reading it as much 


as | enjoyed writing it, see you soon! 


By Timothy Tian 
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WHEN WORLDS 
COLLIDE: PART 7 


e’s your child?” Athena looked to the seated 

H reptilian, whose body left a soggy mess 
behind wherever it went. The arrows lodged in his 
mossy scales seemed to make small waterfalls 
as the flow was interrupted, but that was slowly 
being remedied by the weavers deft hands. 

“Yep. My little Sobek.” One of the weaver’s 
hands reached up and gave the snout of the 
great crocodile an appreciative pat. The great 
creature's head lowered slightly, one of his 
eyes focused on the tanned face of the weaver. 
She smiled and he only huffed in response. 

“How'd that work?” From the grass below, with 
the boar’s head in her lap, Artemis spoke up. Her 


narrowed gaze told of her doubts, but the weaver 
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By Jessica Seney ~~~ 


only laughed it off. She began the explanation, boring 

and full of antics Thanatos couldn't understand. 
From his vantage point he sat. The four deities 

sat within a grass field, it must have been a farm 

before the clashing of heavenly bodies began, 

and the structure he sat in must have been their 

home. The night was just starting to form overhead, 

stars peering out from above a thin cloudline. The 

crescent smile of the moon sat overhead, ever 

watching and illuminating the blades of grass. 

All the easier for him to collect what he came for. 

It was coming time for him to move into action, 

but why rush? He could watch them interact, 

know which ones needed taking care of, and 


hone in on the one whose soul he would take. 
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“Sooobek. ..” The hiss felt right, just as everything 
the reaper did. Unwelcoming, sudden, and inhuman. 

Slowly, as the conversation changed to the 
subject of ‘Chaos’, Thanatos stood. His mask 
was taken from a nearby rubble pile and slipped 
over the terrifying visage of the reaper. He 
wrapped his fingertips around the scythe’s grip, 
and all at one he flew out on silent wings. 

The weaver was the first one to turn her 
head upward, and the look of fear in her eyes 
caused the reaper a sick amusement. She 
shouted to her companions, “Move!” 

She leapt backwards, preparing to pull her 
folded weapon from her back when he dove for 
her. The screams of the dead followed with him, 
his very being cutting the air as he fell. She had 
only a second to meet his mask’s soulless gaze 
before he swung. The staff of the weapon met with 
her head and sent her into a nearby rock face. 

Two of the remaining three shouted, and 
he turned to face them. Just as his eyes were 
to meet their own, a sudden thunk in his armor 
forced him to stop. In the same instant he was 
thrown overhead. His wings opened, gave a 
great flap, and flew into Athena's range. 

The butt of the scythe rammed itself into the 
guardian's head, and the following slice caught 
her throat, sprawling her out onto the ground 
with the dull thunk of her armor. Behind him he 
heard the movement of two beings, one whose 
steps better fit a large cow while the other was 
nearly indistinct from the whistle of the wind. 

This time when he turned there was no 
sudden throwing of his body, and instead he could 
look at the remaining two. Sobek was picking 
up the form of Neith, leaving his axe to shimmer 


in the moonlight. The reaper cocked his head 


at the weapon, had that sent him flying? 


Ci 
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“You'll pay for sending her back!” 

The huntress pulled her bow into her left 
hand. An ethereal glow engulfed it as she turned 
it horizontally, and her right hand became a 
flurry of movement as arrow after arrow were 
sent towards the reaper. Her eyes were wild, 
and he could clearly feel her heartbeat. 

A grunt left him as he began to move, both sets 
of wings working to move him around each arrow, 
time after time one of the many lodging into his thin 
armor and drawing a deep black substance from 
the repear’s flesh underneath, yet he didn't stop. 

He was so close, just a second more-- There. 

Thanatos's scythe swung just over the huntresses 
head, knocking her carefully crafted silver headpiece 
to fly off into the grass. Her small would-be-protector 
charged the flying reaper with enough force to send 
him flying backwards, colliding with a stone wall 
and stealing the breath from his lungs. He landed 
on his feet, but enough of a window was left for 
the huntress to recover. The huntresses’ fingertips 
pulled at the air before her, calling to the very ground 
beneath the reaper to become his cage. Vines leapt 
to life from the ground before the huntress, and 
began to wrap their leafy fingers around his feet. 

“Tusky! Fetch!!” 

It took less than a second for him to 
become engulfed in deep green, and by then 
the huntresses’ boar had disappeared in the 
deep bushes. Her other hand joined in the fray, 
plucking desperate strings of green from the 
ground to encapture Thanatos. He twisted In the 
vines, pulled his hands against the multitude of 
pulling limbs that sprouted from beneath him. 

“I'm not here for you, Huntress.” 

His voice resembled a hoarse whisper, fit more 
for hissing winds than an immortal harvester. 


It was unexpected, the huntress half convinced 
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that he was entirely mute. Her mouth went ajar, 
attempting to form some form of a retort at the 
assassin but finding nothing but confusion. 

“Then why did you swing at me!” 

A vine wrapped around his armor’s throat. 
The struggling paused a moment, the masked 
face turned towards her, contemplated her. 

“Was it at you?” 

Deep blue irises turned to slowly look 
behind her, Sobek, his target, his prey. One of her 
arrowheads were lodged between the scales of 
his wrist, an odd feather was still stuck on his 
shoulder, but the carnage the scythe left behind 
was far worse than her occasional arrow. 

He was leaning lopsidedly against the 
wall, his breath came and went In shallow 
pants, something unfitting of a being of his 
sheer size. The water that fell from his being 
became murky, as if an unseen pollutant had 
fallen into it and began to diffuse outwards. 

The lapse of focus left several of the weaker 
vines to deform, giving the reaper a chance. His 
scythe spun in a large, sudden arc around his own 
being. Every vine was ripped from the ground and 
left to writhe on the grass below. As the huntress 
turned to try and reform them, the flat end of the 
great blade swung and collided with her temple. 


She fell to the tall grass with a sudden thunk, 
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and had it not been for her wild red hair the 


assassin wouldn't have known where she fell. 

The heavy panting from the wounded humanoid 
never slowed, but still hidden behind him was the limp 
form of Neith. The long braids of her hair fell over her 
face, hiding any hint as to how well she was breathing. 

A low guttural growl came from the bleeding 
Sobek and his maw snapped in warning. 

The assassin laughed, a cold, otherworldly 
sound. His scythe was thrown forwards, 
connecting with the river gods chest and 
causing a horrid sound - not unlike the crunch 
of a bone - to emanate from the wound. 

This was his pleasure, this was why he lived. 

The croc’s husk fell to the ground, the last bits 
of muddy, dead water pooling around its form. The 
assassin extracted his scythe, and with ita small, 
glowing orb of light. It made no sounds, it made no 
attempt to move, and instead it floated harmlessly. 
Nothing more than a soul to the end times. 

Thanatos clasped his left hand around it, 
opened his wings, and took off. A night such as this 
wouldn't be forgotten, but he was well aware that 
there would be consequence for such an action... 


but he was excited for the harvest it would bring. 


By Jessica Seney 
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TEAM SPOTLIGHT: SOAR 


By Jesse Tefft ~~~ 


s a brief side note before we get into the 

AR. of SoaR, | won't be including 
Homiefe or Hurriwind in the spotlight as neither 
player is currently on the team. With that in 
mind, let’s take a look at one of North America’s 
top teams. SoaR had a great first split together, 
placing third in the North American SPL and also 
placing second at Dreamhack. The team has 
recently undergone some roster changes, swapping 
out mid-laner Hurriwind for Snoopy, and losing 
jungler Homiefe in the process. As of right now, 
there is no named replacement for Homiefe, but 
there is speculation on who will take his place. 

Soak’s current roster is Baskin in the solo lane, 
Metyankey in the hunter role, Jigz as support, Snoopy 


as the new mid-laner, and currently no one in the 


jungle. Baskin has been regarded as the best solo 
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laner currently playing the game, consistently winning 
lane over players like Dimi, Xaliea, and Marauder. 
Throughout the spring split, Baskin played eight 
different gods, heavily favoring Vamana and Bellona. 
As such, it’s no surprise that Baskin is considered one 
of the most aggressive solo laners, with an impressive 
921 gold per minute and a 65 percent kill participation 
ratio. When it came to Dreamhack, Baskin favored 
Ravana, winning three out of four games on the god. 
Meanwhile, his seemingly indestructible Vamana 
was only played twice, and surprisingly lost both 
games. This didn’t stop Baskin from having a solid 
504 gold per minute throughout the tournament. 
Metyankey is SoaR’s ADC and was somewhat 
of a breakout star this split. After being on a last 
place Team eLevate in Season 2, Metyankey has been 


able to prove that he can succeed. Metyankey has a 
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large god pool, playing nine different gods during the 
Spring split, and six during Dreamhack. Met's best 
performances have come on the back of his Hou Yi, 
Artemis, and Apollo. Met put up respectable numbers 
throughout the spring split, including several 
monstrous performances on Hou Yi during the 
spring split and at Dreamhack. Interesting side fact, 
Metyankey had 100 percent win ratios on four gods 
this split, those gods being Artemis, Rama, Jing Wei, 
and Cupid. Metyankey’s support Jigz, is well known 
for his ability to set the meta when it comes to builds. 
Jigz has seen success prior to joining SoaR as 
a coach and player for Team SoloMid during Season 
2. Out of the twenty-eight games played during the 
spring split, Jigz played twelve games of Khepri and 
nine on Sobek. Jigz won all nine games he played 
on Sobek, dying a little over once per game on the 
Egyptian crocodile. This success did not translate 
to Dreamhack, however, as Jigz died twenty times 
on the croc, and won only one of the five games 
where he picked Sobek. Despite that, Jigz found 
victory on Bacchus, picking up three wins and one 


loss, along with an impressive sixty-seven assists. 
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The newest member of Soak, Snoopy, has had a 


very rocky road so far in Season 3. Originally part of 
Luminosity as their solo laner, Snoopy faced a lack 
of success, and after a few weeks into the spring 
split, Snoopy left Luminosity. Snoopy went on to join 
Team EnVyUs, but one week later left the team after 
the pre-ten minute surrender incident. Snoopy has 
been regarded as one of the best multi-role players, 
so it will be interesting to see if Snoopy can refocus 
himself in a better team environment, and once 
again to become a top player. Now although SoaR 
has yet to announce who their newest jungler will be, 
speculation has run wild so I'll give my thoughts on 
that. The player that makes the most sense to join 
the team is Denial's former jungler, Masked. This 
makes sense as Soak’s former jungler, Homiefe, 
left and joined Denial, leaving Masked as the best 
free agent jungler in Smite currently. The other 

two popular speculated choices are Andinster and 
Weak3n. Andinster does make some sense as he 
has played on a team with both Snoopy and Baskin 
before, but | don’t see him leaving Luminosity after 


the team’s performance improved during the second 
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half of the spring split. Weak3n is a possibility now 
that Oceans has left Allegiance, but | don’t know if 
he’s the fit SoaR needs right now. Masked makes 
the most sense as Soak’s new jungler as he is a 
free agent that had an incredible split this spring 
after just missing making Dreamhack with Denial. 
SoaR’s performance at Dreamhack was pretty 
expected if you ask me. SoaR swept a Paradigm 
that was down a key player 2-0, which led to a North 
American dream match between Enemy and SoaR. 
SoaR edged out Enemy in five close games with 
the entire team showing up to prove that SoaR is 
a top 2 team in North America. In the grand finals 
against Panthera, SoaR went down 3-0 despite an 
early lead in game 3 thanks to an excellent display 
by Metyankey. Looking towards the future, SoaR 
is looking to rebuild with it’s new roster and come 
out swinging stronger than ever come the fall 
split. | do expect to see SoaR at the Smite World 
Championship in January, but | don’t know if they 


can repeat the success they had at Dreamhack. 


By Jesse Tefft 
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DREAMHACK SUMMARY 


mite Masters at Dreamhack Summer 2016 

or. the cap to the Spring Split of Smite 
Esports. The tournament was held at Jonkoping, 
Sweden from June 18th to 20th. Nine teams from 
five regions competed for a share of $250,000 over 
the course of the tournament. The teams from 
Europe were Panthera, Paradigm, and Hungry for 
More. The North American representatives were 
Enemy, Eager, and Soar. Oh My God was the Chinese 
team. The Red Canids were from Brazil and the 
Kaos Latin Gamers hailed from Latin America. 

The tournament had four rounds of play. 
The quarterfinals were best of 3 (Bo3) series and 
teams fought teams from a different region. In 
the middle of the quarterfinals, there was the a 


placement round between Brazilian and Latin 


59) The Official SMITE Magazine Issue #27 


By Zachary McFarland ~~~ 


American teams to determine which one would 
fit into the eight-team quarterfinal brackets. 


The Semifinals and Finals were Bod sets. 


PANTHERA VS OH MY GOD 


This was the first match of the event. Panthera 
were the defending world champions and first 
seed out of Europe while OMG was the top squad 
in the Chinese region. In the first game, Panthera 
destroyed OMG and knocked down the Titan in 
a 21 minute perfect game. The second game 
was a little closer, with OMG jungler NiFeng 
playing Serget and focusing Yammyn. However, 


Panthera still dominated and won the set. 
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EAGER VS HUNGRY FOR MORE 


Eager vs Hungry For More was the first match 
between North America and Europe since the Smite 
World Championship in January. In the first game, 
Eager came out of the gate swinging, fighting early 
and often in the characteristic North American style. 
HFM was used to the slower paced early game of 
European games and could not fight back. In the 
second game, Eager repeated their early aggro style 
but Hungry For More was able to hold off a Little bit 
but still ultimately fell. In both games, Eager played 
a Zeus, Sobek, Fenrir core that easily picked off the 
HFM Bacchus who didn't build Purification. Eager 


easily took the set and propelled to the semifinals. 
RED CANIDS VS KAOS LATIN GAMERS 


This set was the placement round. Historically, 
Brazilian teams like the Red Canids have been the 
best teams outside of the SPL regions. This matchup 
was looking the same as RC was destroying the Kaos 
Lain Gamers in the first game until a venue issue 
caused a four hour pause and forced a remake. In 
the remade game 1, KLG took a strong early lead 
and snowballed to victory. Carrying the momentum 
of the remake, KLG ran the next game, winning an 
early fight and taking the game off of it. Kaos Latin 


Gamers secured their place in the quarterfinal round. 
ENEMY VS KAOS LATIN GAMERS 


Right after winning the placement round, Kaos 
Latin Gamers had to fight Enemy in the quarterfinals. 
Enemy got second place last SWC and were the first 
seeded North American team at DreamHack. This 


set was very sloppy from both teams. There was a lot 
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of action as well as many teamfights. KLG played the i 
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Same aggressive style as Eager, but Enemy were able 


to fight back and won both games through superior 
map-wide plays. Enemy also had one standout 
player on a signature god each game, PandaCat 


on Artemis and then PainDeViande on Guan Yu 


SOAR VS PARADIGM 


In the second series between North America 
and Europe, Paradigm sought vengeance for their 
EU brethren. Paradigm support Trixtank was not 
able to make it to the event due to school exams 


and they had to bring ina sub, KaLaS. Soar brought 
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the same North American aggression that Eager 
did. They won early fights and snowballed their 
composition early. Soar’s Raijin and Nemesis combo 
wreaked havoc. The second game was closer. 
Paradigm drafted a Susano who won the early game 
but Soar was able to wait until later and they won 
more and more team fights, eventually winning the 


set and putting themselves into the semifinals. 


PANTHERA VS EAGER 


The first semifinal game pitted Panthera against 
Eager. The match started the same as ever with 
a NA team, with early game aggression. Eager 
killed Panthera’s Ao Kuang at lvl 1 after an invade. 
Despite such a play that would usually end a game 
right there, Panthera managed to hold back the 
snowball and get to mid game, where their Ao plus 
two hunters composition crushed Eager and won 
the game. In the second game, Panthera again 
picked Ao and two hunters. This time, Eager was 
able to pick Hou Yi and Arachne to counter Ao. The 


game was closer, but Eager fell again. Despite an 
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Ao ban in the third game, Panthera pulled out the 
early aggression and steamrolled over Eager. With 


this match, Panthera secured a spot in the finals. 


SOAR VS ENEMY 


The second semifinal game was between two 
North American juggernauts. In the first game, 
Enemy got their signature composition, a Guan- 
Artemis duo lane combined with a Janus. Enemy 
has never lost in the SPL with this core team, and 
they beat Soar to the point that Guan and Janus 
were banned out in every other game of the set. 

In the second game, Soar drafted a dive comp and 
obliterated Enemy. In game three, Soar managed to 
draft Raijin and Ao Kuang together and had another 
easy victory. In the fourth game, Enemy got their 
hands on Raijin and stomped Soar, extending the 
series to the fifth and final game. The game five was 
closer. Soar outplayed Enemy in teamfights and 
took the victory, sending themselves to the finals. 
This was the first set in the tournament to not be 


a landslide and had both teams winning games. 
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PANTHERA VS SOAR 


The final set saw Soar take on Panthera. 
Panthera aimed to keep their title as the best team 
in the world and Soar looked to usurp them like 
they did to Enemy. The first game was long and 
hard fought. Both teams pushed with heavy early 
aggression, aiming for an easy snowball. Panthera 
won the fights but Soar hard farmed and were not 
far behind. Panthera saw the opportunity to get a 
free Fire Giant and won the game off of it. Game 
two saw more early game action. Panthera won an 
early mid teamfight and snowballed the rest of the 
game. The third was another fun one to watch. As 
per uSual, the teams fought early. By the mid game, 
Soar was winning the fights but Panthera was out- 
shotcalling and winning the map. It was really a 
game of Hunters, as both MetYankee and Emilitoo 
played exceptionally. The game ended with Panthera 
forcing a Fire Giant fight and winning it. Panthera 


won the set and remained the top team in SMITE. 


By Zachary McFarland 
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OCEANIA WEEKS 4-7 


By Jacob Russell ~~~ 


For coverage of the first three weeks 
of Split 2 and the Oceanic region in 
general, check out last month's issue! 


MITE OPL action is in full swing as teams 

S;. desperately trying to make it into the top 
two spots. Dead Weight still leads the league with 
an impressive 13-1 record after receiving their first 
loss to Team Pandamonium in Week 7. At this rate, 
it would be no shock if you saw them in the Split 2 
playoffs. All doubts anyone had about this team at 
the beginning of the split are gone. Although the 
core for this team was on Sin Gaming, who went 
1-4 in Split 1, they have had a lot better luck this 
time around. Their amazing record will be put to 
the test in Week 8, as Incite has a chance to take 
Dead Weight’s sole possession of the top spot. 

After starting the split with a 3-3 record, Incite 
has gone on a hot streak and sit at 11-3. The roster 


swap that occurred before Week 4, the acquisition of 
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Hunter JustLaney and having kikiomeo to Jungle, has 
worked wonders for the team. JustLaney has seen 

a lot more success on this team than in the past, as 
he played for Trident eSports in Split 1. This Incite 
roster is definitely living up to the expectations that 
come with play under the banner. Unlike Dead Weight, 
they can't be too sure about their playoff spot, as the 
reigning champions are only two games behind. 

At this point, Team Pandamonium wish they 
could go back to their former glory. After going 
undefeated in the past two splits under the name 
Avant Garde, the team sits in the middle of the 
pack this split. After making major roster changes 
on June 15 (Support Swaya benched due to poor 
performance with Erraticc [from LlamasInPyjamas] 
taking his spot, Maxen joining as a sub from 
Incite], the team has gone 5-3. Taking a game off 
of Dead Weight in Week 7 was a great start to their 
run at the playoffs, but their Week 10 matchup 
with Incite could decide the final playoff spot. 
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Going into the the split, LlamasInPyjamas was 
a rag-tag group of players that wasn't thought 
to do well. They were expected to do what many 
Challenger Cup teams do, finish in the bottom half 
in their first split and shoot for future success. So 
far they are doing so, as they sit in the middle of 
the pack with a 5-9 record and mathematically 
eliminated from playoff contention. They made 
changes after Week 3, kicking Erraticc and adding 
Kizzle (previously from Ghazali Jafaar from the Split 
1 qualifiers) to the Support role. The change hasn't 
done the team much good yet, as they are 2-6 with 
Kizzle in the lineup. Their focus now should be to 
qualify for the next split and to do better next time. 

Sitting just behind LlamasInPyjamas Is Avant 
Garde, who haven't had a lot of success with their 
roster. They went 2-3 in Split 1 and have a 4-10 
this split with no changes to the roster. Besides 
basement dweller Corvidae, this team has only 
won 2 games, LlamasInPyjamas in Week 1 and 
Incite in Week 3. Although they have a few weeks 
left, all they can shoot for at this point Is the 


The Official SMITE Magazine Issue #27 


extra prize money for fourth place. Something 
will have to change with this roster or they could 
find themselves relegated out of the OPL. 
Corvidae looks a lot like the Tainted Minds 
squad that they replaced after Week 3. They still 
haven't picked up a win, going 0-8 since filling in 
for Tainted Minds. This team has a fair amount of 
experience in competitive Smite. Mid Desacrator 
and Support Caizification played on Citadel 
Gaming during the Split 1 Invitational Ladder. Sub 
Prensel played for Chief Esports Club in Season 
1 OPL (3rd) and Too Edgy in the Split 1 Invitational 
Ladder. Their second Sub, JustJelly, played for 
lvory Gaming in Season 1 (6th). They have the 
experience required to do well, they just need to jell 
as a team and start putting some wins together. 
Looking forward to more Smite OPL 
coverage? August's Smite Magazine will cover 
the last three weeks of the Split 2 and the 


playoffs series between the top two teams. 


By Jacob Russell 
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NewEeE God war 
Erlang Shen: The Illustrious Sage 
See You Next Issue! 


